WARNING: READ BEFORE USING YOUR PtayStation°2 COMPUTER 
ENTERTAINMENT SYSTEM. 

A very small percentage of individuals may experience epileptic seizures when 
exposed to certain light patterns or flashing lights. Exposure to certain patterns 
or backgrounds on a television screen or while playing video games, including 
games played on the PlayStation 2 console, may induce an epileptic seizure in 
these individuals. Certain conditions may induce previously undetected epileptic 
symptoms even in persons who have no history of prior seizures or epilepsy. 

If you, or anyone in your family, has an epileptic condition, consult your physi- 
cian prior to playing. If you experience any of the following symptoms while 
playing a video game — dizziness, altered vision, eye or muscle twitches, loss 
of awareness, disorientation, any involuntary movement, or convulsions — 
IMMEDIATELY discontinue use and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation 2 console to a projection TV without first consulting 
the user manual for your projection TV, unless it is of the LCD type. Otherwise, it 
may permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 

The use of software or peripherals not authorized by Sony Computer 
Entertainment America may damage your console and/or invalidate your warranty. 
Only official or licensed peripherals should be used in the controller ports or 
memory card slots. 


HANDLING YOUR PLayStation 2 FORMAT DISC: 

e — This disc is intended for use only with PlayStation 2 consoles with the NTSC 
U/C designation. 

¢ — Do not bend it, crush it or submerge it in liquids. 

e Do not leave it in direct sunlight or near a radiator or other source of heat. 

e —_Be sure to take an occasional rest break during extended play. 

e Keep this compact disc clean. Always hold the disc by the edges and keep it 
in its protective case when not in use. Clean the disc with a lint-free, soft, 
dry cloth, wiping in straight lines from center to outer edge.Never use sol- 
vents or abrasive cleaners. 
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GETTING STARTED 


MEMORY CARD slot 2 
MEMORY CARD slot 1 


RESET button 


OPEN button 


USB connector 


controller port 1 * Note: Illustration may not match all 

controller port 2 PlayStation 2 console types. For owners of 
SCPH-70000 series PlayStation 2 systems, refer 
to the setup instructions supplied with your system. 


Set up your PlayStation®2 computer entertainment system according to the instructions 
in its Instruction Manual. Make sure the MAIN POWER switch (located on the back of the 
console) is turned ON. Press the RESET button. When the power indicator lights up, press 
the OPEN button and the disc tray will open. Place the DUEL MASTERS” disc on the disc 
tray with the label side facing up. Press the OPEN button again and the disc tray will 
close. Attach game controllers and other peripherals, as appropriate. Follow on-screen 
instructions and refer to this manual for information on using the software. 


Memory Card (8MB)(for PlayStation’2) 


DUEL MASTERS™ requires a memory card (8MB)(for PlayStation’2) to save your games. A 
saved profile takes up 130KB. You can obtain a memory card through the retailer where 
you purchased your PlayStation"2 computer entertainment system or this game. 


CONTROLS 
( DUALSHOCK*2 ANALOG CONTROLLER CONFIGURATIONS 


L2 button R2 button 


left analog stick 
(L3 button when pushed down) 
SELECT button 
ANALOG mode button 
START button 


L1 button R1 button 
( <)\ | K Ny 
fe AC 
f {— i aa ~ | 
a / 6 SONY (Q \ 
directional { nnn '|(Q) ©))\ 
buttons = |< |O TT 160f_/| 


'— A button 
© button 
X_ button 
1 button 


right analog stick 
(R3 button when pushed down) 


MENU, LOCATION, TOWN MAP & CREATURE VIEWER CONTROLS 


ACTION 


CONTROL 
Directional buttons 


Move highlight 


Confirm 


% button 
A button 


Right analog stick 


Back 


Camera movement (Story Mode location select 
screen); Zoom in / out (Creature Viewer) 


Left analog stick 


Rotate creature (Creature Viewer) 


L2 button 


Display full card detail (Creature Viewer 


DUELING CONTROLS 


CONTROL 


Directional buttons / left analog stick 


ACTION 


Highlight card from hand, highlight creature on 
battle zone 


% button 


Confirm (summon, cast, add to mana) 


@ button 
@ button 


Switch zones (player hand to battle zone) 


End turn (Standard mode only) 


A button 


Cancel / Back 


L1 button 


Inspect Player 1 creatures 


L2 button 
R1 button 


Display full card detail (selected card / creature) 


Inspect Player 2 creatures 


R2 button 


Display advanced rules (selected card) 


SELECT button 


Summon Signature Creature 


START button 


Pause Menu 


Note: You can select alternate control configurations in the Options Menu (see page 6). 
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WELCOME TO DUEL MASTERS” 


See the creatures of DUEL MASTERS” come to life and battle in dramatic combat 
sequences! Build powerful decks to customize offensive and defensive strategies. Battle in 
progressively challenging solo or two-player duels and advance from beginner to Kaijudo 
Master in Story Mode. Unlock cards and build the ultimate deck with over 130 creatures 
and spells from the DUEL MASTERS” Base Set, Evo-Crushinators of Doom, Rampage of 
the Super Warriors and Shadowclash of Blinding Night expansion sets; plus five original 
creatures you won't see anywhere else but in this game! 


THE CIVILIZATIONS 


Fire 


WH Fire creatures are fast, relentless attackers that can quickly overwhelm an 
unprepared opponent. Fire also has spells that destroy creatures. There are no 
blockers in this civilization, so attacking quickly is key. Fire and Nature make a 
powerful deck. 


Darkness 

Darkness creatures can be more expensive to summon, but they create a 
terrifying army once in the battle zone. Darkness can destroy the most 
powerful creatures with a single spell or “slayer” creature, and has the 
annoying ability to make an opponent discard. The Darkness civilization has 
its share of blockers, although they are a bit more expensive than those from 
Water and Light. Darkness is good on its own, or combined with a fast 
civilization like Fire or Nature. 


Nature 


SI 
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¥ 2 
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Nature creatures are very powerful, but also can be expensive to cast. For this 
reason, Nature has many spells that can quickly increase the size of your 
mana. Nature provides needed speed to both Fire and Darkness decks. 


Light 


Light creatures are slow but powerful, and its spells are designed to manipulate 
} the battle zone to Light's favor. The Light civilization contains an array of 
) powerful blockers and simple, trustworthy attackers. Light cards are great 
for any deck that might need a few turns to show its strength. 


4 Water creatures are sly — many cannot be blocked — and Water spells, such 

YZ, as Teleportation, can quickly change the shape of the battle zone. The Water 

fay civilization contains many blockers, and so provides a good complement to any 
j) deck strategy. 
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STARTING A GAME 


Create a Profile 


The first thing you must do is create a user 
profile by selecting “Yes” when prompted. Use 
the directional buttons to highlight letters and 
press the % button to select the letters for 
your profile name. Choose “Done” on the key- 
board and press the % button to save the pro- 
file name. Player 1's data is always read from 
MEMORY CARD slot 1 and Player 2's data is 
always read from MEMORY CARD slot 2. 


Create Prof 
MEM 


»6789 


pa ro 


1 

b fig. hi tee 
t 
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caps delete done 


Note: You can only save one profile per memory card. 


MAIN MENU 
Story Mode 


Adventure through the five character campaigns. 
Unlock cards and add them to your collection. 
(See “Story Mode” on page 6.) 


e New/Continue — Select “New Game" from 
the Story Mode menu to start a new game. If 
you have a previously saved profile, this will 
erase all Story Mode data in that profile. 
Select “Yes” to erase all Story Mode data or 
“No” to return to the previous screen. Select “Continue” from the Story Mode menu 
to resume your previously saved game, and then select one of the five characters to 
begin or resume their campaign. 


Note: DUEL MASTERS will automatically save your progress after a duel is complete and 
also upon exiting Story Mode. You can also save after trading, buying, selling and upon 
leaving Deck Building and Options. 

Arcade Mode 

Duel against a computer opponent in a single-player game, or head-to-head against a 
friend in a two-player game. (See “Arcade Mode” on page 7.) 

Tutorials 

Learn to play DUEL MASTERS by taking an interactive, step-by-step tour through the 
interface and the rules. Most of the tutorial covers Standard Mode. Select the Extreme 
Mode topic from the tutorial list for a summary of the differences between the Standard 
and Extreme modes. 

Options 

Modify your audio/video, gameplay and controller settings. 


Special Features 


View special features in the game, including the Creature Viewer, credits and information 
about how to join the D-MAX fan club. 


OPTIONS 

Use the directional buttons and the % button to select from the following options: 
Game Play 

e Difficulty — Choose Easy, Medium or Hard (default is Medium) 

e@ Combat Cinemas — Toggle creature battles ON / OFF (default is ON) 

e Mode — Set game mode to Standard or Extreme (default is Standard) 

Audio / Video 

e Brightness — Adjust your screen brightness 

e@ Music — Adjust music volume (except in Cinemas) 

e@ Sound FX — Adjust sound effects volume (except in Cinemas) 

e@ Cinema — Adjust volume for all audio in Cinemas (non-interactive game sequences) 
Controller 


Choose from three controller configurations: Knight, Widow or Shobu. Use the 
DUALSHOCK’2 analog controller in controller port 1 to alter Player 1’s setting on the left 
side. Use the DUALSHOCK’2 analog controller in controller port 2 to alter Player 2's 
setting on the right side. 


PAUSE MENU 


Press the START button to access the Pause Menu. The options differ depending on 
where you are in the game: 


Story Mode 

e Resume -— Return to Story Mode location 

e@ Map — Open Town Map 

e Build Decks — Open Deck Building screen 

e Creature Card — View status of current Creature Card Quest 
e Quests — View status of current Quests 

e Options — Open Options Menu (see “Options” above) 

e Exit — Return to Story Mode Character Select screen. 
During Duel 

e Resume - Return to duel 


e Exit Duel — Abort the duel and return to Character Selection screen (in Arcade Mode) 
or the Location screen (in Story Mode). 


e Exit to Title Screen — Abort the duel and return to the Title Screen. Note: Progress will 
not be saved. 


STORY MODE 


In DUEL MASTERS, you will play as five different characters — Trey, Luc, Rusty, Flynn and 
Rebecca — as they work to thwart the plans of the evil Widow and her minions. The ulti- 
mate goal for each character is to gain entry into the world renowned “Five-Colors 
Tournament,” but there’s more going on than meets the eye. You'll need to play each of 
those characters completely through their campaigns before any of them can advance to 
the final tournament. If you can successfully complete all of the five campaigns, your 
characters will get to compete in the Tournament. 


To enter the “Five-Colors Tournament,” the five main characters need to prove they are 
worthy of that honor. To do that, each character must defeat a string of formidable 
opponents and complete several challenging quests along the way. So you'll need to duel 
a lot in order to earn more cards and improve your decks. 


Characters will need to travel around town as they prepare for the tournament. You can 
get to any of the available locations by pressing the ll button or pressing the START 
button and then selecting “Map.” This opens up the Town Map and shows you which 
areas you can visit. Use the directional buttons to select the location you want to go to, 
and then press the #% button to go there. 


Not all of the locations are available all of the 
time. Some locations become available only 
after you've dueled particular characters or done 
something special in the story. You can only 
select areas that are colored. If you have been 
given a quest, you can get details in the Quests 
option on the Pause Menu. All of the locations 
contain characters ready for a pick-up duel (duel 
early, duel often!), but some have special char- 
acters that you'll need to duel in order to advance the story. 


When you arrive at a location, you'll see a selection of characters waiting there to duel. 
Use the directional buttons to cycle between them. Select the character you want to 
duel and press the % button to duel him. Not all of the characters will be there all the 
time, so duel them when you can! 


After you have completed Story Mode, you will no doubt have built a stellar collection — 
but there are always more cards to collect in Arcade Mode! 


Note: You can only load/save data for Story Mode from a memory card in MEMORY 
CARD slot 1. 


Buying and Selling Cards 

Anytime you win a single-player duel (in Story 
Mode or Arcade Mode), you earn one or more 
cards. However, since you can only have four of 
any one type of card in your deck, you'll soon 
have extras. Luckily, Chuck (the Card Shop 
owner) will buy those extra cards if you bring 
them to him at the Card Shop. You can also buy 
booster packs from him using the store credits 
you get for selling cards. 


When you approach Chuck, he'll offer to buy 
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cards from you or sell you booster packs. He'll also let you know how many store credits 
you have. 


Buying Booster Packs 

Chuck will ask you how many booster packs you want (change the quantity using the 
directional buttons) and tell you how many credits it will cost. When you are ready, 
press the % button to buy the booster pack(s), or press the A button to back out of 
the deal. 


Once you've purchased the cards, you can cycle through the booster packs and see which 
cards you got. Good luck! 

Selling Cards 

The Selling Cards screen has a similar setup to the Deck Building screen (see page 8), 
except that instead of adding your cards to your deck, you press the % button to sell the 
card to Chuck. 


ARCADE MODE 


From the Arcade Mode Screen, you can select from the following options: 
e Single Player - Duel against a computer opponent 
e Two Player — Duel one of your buddies 


e Trade Cards — Trade cards with a friend (both players must have a memory card 
inserted that has a DUEL MASTERS profile saved on it) 


e Deck Building — Build and save up to three different decks 


e Statistics —View your win/loss record, creatures destroyed/lost, shields destroyed/lost 
and time results against each opponent (for Arcade Mode only). 


Single Player (vs. Gomputer Player) 


Press the % button to select which of the F 
characters you want to play as, then choose an - 
opponent. You can then choose to play using DEY 
either the character's deck, or use any of the JEEZ 
three custom decks you have created (see “Deck . 
Building” on page 8 for details about building 
customized decks). Finally, choose the battle 
zone in which you wish to duel, and choose 
whether to play in Standard or Extreme Mode. 
Select “Duel” to begin. 


Two Player (Head-to-Head) 


Both players select their own characters and decks. Note: In order to select decks that 
he’s built in Story Mode, Player 2 must insert a memory card containing a DUEL MASTERS 
saved profile into MEMORY CARD slot 2. If he doesn't, he'll be limited to only the charac- 
ters and decks that Player 1 has built/unlocked in Story Mode. Characters from both 
memory cards are available to both players 


DECK BUILDING 


You can manage your decks in both 


Story and Arcade modes. To manage OE CHKEBUILOINIG) 
your decks in Story Mode, select Deck Deck’ —_——— —_ 
Building from the Pause Menu (see Watee ; 
page 5). To manage your decks in ge ; 
Arcade mode, select Deck Building err 
from the Arcade Mode menu. On the Collection 
first screen, you can copy, delete or Skeleton Soldier 
— Darkness 
change any of your three decks. BPN cost , a 
Each character in Story Mode begins BL powsso0o 9/4 ie 


with a deck made up of 40 cards. The vselect @ add card @ toggle @ remove card @ back 
collection contains mostly common aD riiter, Gmsorts MEMBceceiis GMBSee stg card me save 
and uncommon cards, along with a 

few rares, and maybe a very rare. As you win duels and tournaments, you will receive ran- 
dom cards, which you can use to customize your initial deck. (You'll need to customize in 
order to defeat some of the strong competitors you meet!) 


In Arcade Mode, you can manipulate the cards in your decks just like in Story Mode. 
Here, however, you'll have access to three custom decks. Note: If you want to sell or 
trade a card, you need to remove it from all of your decks. 


Your card collection in Arcade Mode is comprised of all of the cards you've earned play- 
ing each of the five characters in Story Mode. Even if you sold a card to Chuck in Story 
Mode, it is still available in your collection in Arcade Mode. If you trade for or earn a card 
in Arcade Mode, however, it doesn’t show up in your collection in Story Mode. 


Under each card image are two numbers. The first number is the number of that card in 
the deck that you are currently editing. The second is the total number of that card in 
your collection. 


Important: You can only have four copies of any given card in your deck. You can use the 
same card in any of your decks, even if you have only one copy. 


Deck Building Controls 
e Use the directional buttons to navigate your collection. 


e Press the L1 button to cycle through filter options. This allows you to display all cards 
or filter by civilization, spells, blockers and signature creatures. 


e Press the R1 button to sort your cards alphabetically by name, mana cost or power. 
e Press the % button to add the selected card to your deck. 
e Press the Ml button to remove the selected card from your deck. 


e Press the @ button to toggle the display between all of the currently available cards 
in your collection or only those in the deck that you are currently editing. 


e Press the & button to cancel and leave without saving changes. 


e Press the R2 button to set/unset your Signature Creature card, select one of the cards 
in your collection that has the Signature Creature icon on it and then press the 
R2 button. Note: You can only have one copy of the card that you've chosen as your 
signature creature in your deck. 


@ Press the L2 button to bring up the full card detail for the selected card. 
e Press the START button to save your deck changes. 


Important: You must have exactly 40 cards in your deck. You will not be allowed to exit 
Deck Building and save your deck if it does not. To leave the Deck Building screen with- 
out saving, press the & button. 


DUEL MODES 


There are two Duel Modes in the game — Standard and Extreme. Standard Mode is very 
similar to the DUEL MASTERS trading card game, with only a few minor rule variations. 
Extreme Mode, however, pits you against your opponent in fast and furious real-time 
combat, where there are no turns and both players will play cards at the same time! 


You can toggle between Standard Mode and Extreme Mode just prior to the start of an 
Arcade Mode duel by choosing the mode you want when prompted. Or, you can change 
the default type of duel for all of your Arcade and Story mode duels from the Options 
Menu > Gameplay screen. 


CARD TRADING 


When you open the Card Trading Screen from Arcade Mode, you are given the option of 
trading cards with another human player. This player must have a DUEL MASTERS profile 
saved on a memory card in MEMORY CARD slot 2 in order to trade with you. 


The Card Trading screen displays both players’ collections. Press the % button to offer a 
card for trading, press the @ button to check the trade, and press the lll button to 
remove it. 


When you are ready to make the trade, press the START button. Both players must press 
the START button in order to complete the trade. Once you've made the trade, the 
cards are transferred between your collections. 
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HOW TO DUEL 


Object of the Game 


Use mana to cast spells and summon creatures into the battle zone. Attack your oppo- 
nent with your creatures — if a creature isn’t blocked, it breaks a shield. Break all of your 
opponent's shields and then attack him one more time to win the duel! 


Duel Screens 


All duel combat takes place on the Duel Screen. The controls in the top of the screen 
provide you with information and allow you to manipulate the cards in your hand, while 
your summoned creatures fight it out in the battle zone in the lower part of the screen. 


Shields 


Mana Color 
Hand Display : a8 Pease Indicators 
Portrait = Te sce = : ~ Mana Cost 
Add to Mana 
Indicator / 
Draw Timer 
(Extreme Mode) Mana Zone 


Cards remaining 
in deck 


Choose a Card” 
> select 
—" 


Setup 

When a duel begins, each character's deck is automatically shuffled, five cards are dealt 
out as shields, and five cards are dealt out and placed in the character's hand. In Standard 
mode, the game randomly determines who goes first. In Extreme mode, both players 
start at the same time.. 

Turn Order Summary 


Standard 
1. Start your turn (automatic untap) 


2. Draw a card (automatic) 

3. Use Cards (in any order) 
e Put one card into your mana zone (optional) 
e Summon creatures and cast spells (optional) 
e Attack (optional) 

4. End your turn 


Extreme 

There is no turn order. The frequency at which you can draw a 
card is controlled by the Draw Timer, which also controls how 
often you can add a card to your mana zone. If you can add a 
card to your mana zone, the Draw Timer will be blue. If you can- 
not, it will be red. Summoning creatures or casting spells dimin- 


i} 


ishes your mana, but mana regenerates over time, so after awhile you can use that mana 
again. 


Creatures that attack remain tapped for a set period of time (shown by their Tapped 
Timer) before you can use them to attack again. You can do anything in any order as long 
as you have the mana to do it and the creature you are trying to order to attack or block 
isn’t waiting for a timer to expire. 


Start your turn 


The first thing the game does is untap any tapped creatures and mana cards. This makes 
those cards available to use during the turn. (See “Glossary” on page 15 for information 
about tapping and untapping.) 


In Extreme Mode, the sequence of events is governed by the timers associated with 
those events. So, there's no real “start of the turn.” Creatures untap when their individual 
Tapped Timer expires and used mana becomes available over time, as it regenerates. 


Draw a card 


The game automatically draws a card from the top of your deck and puts it into your 
hand. In Standard Mode, this happens at the beginning of each player's turn. In Extreme 
Mode, this happens whenever the Draw Timer expires. (Note: Some cards may allow you 
to draw extra cards when they are played. Be careful, though, because if you run out of 
cards in your deck, you lose.) 


Important: In Standard Mode, the character that plays first does not draw a card on his 
or her first turn. 


Use Cards 


Putting cards into your mana zone 

Cards in your mana zone generate mana for you when you tap them. Mana is like money 
that you use to pay for creatures and spells. Each mana card generates one mana per 
turn. 


In Standard Mode, you can add only one card (of any type) into your mana zone from 
your hand each turn, unless a spell or effect allows you to add more. 


In Extreme Mode, you can put one card into your mana zone for each interval of the 
Draw Timer. If you can add a card to your mana zone, the Draw Timer will be blue. If you 
cannot, it will be red. 


To put a card into your mana zone, select that card using the directional buttons and 
press the % button. You will be given the option to Add to mana (move it to mana) or 
Summon / Cast the card if you have enough mana. Press the directional buttons to 
highlight Add to Mana and then press the % button again. To cancel, press the 

A button. 


Putting a card into your mana zone removes the card from your hand and increases your 
mana by one. 


Summon creatures and cast spells 

In order to summon a creature or cast a spell, you must have enough mana in your mana 
zone. If you do not, you cannot use the card. When you use a card, the mana cost of that 
card is deducted from your mana zone. If the mana bar is green, you have enough mana 
to summon the creature or cast the spell. If the mana bar is red, you do not have enough 
mana. 
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Note: Each player is limited to a maximum of five creatures in the battle zone at a time. 


In order to summon a creature or cast a spell of a particular civilization, you must have 
previously put a card of that color into your mana zone. The indicator next to the mana 
zone shows you which civilizations you are able to use. 


Once you have added a card of a particular civilization to 
your mana zone, you have unlocked that color. This means 
that you can now summon creatures and cast spells from 

_ that civilization as long as you have enough mana. To cast a 
spell or summon a creature, select that card using the 
directional buttons and press the % button. You will be 
given the option to put one card into mana or Summon / 
Cast the card. Use the directional buttons to highlight Summon (in the case of creatures) 
or Cast (in the case of spells) and then press the % button. 


To cancel, press the & button. 


Casting Spells 
After you cast the spell, the game prompts you to take action, such as selecting a crea- 
ture, etc. The spell then goes to your graveyard. 


Summoning Creatures 
When you summon a creature, it is put into the battle zone. 


Important: Most creatures can’t attack immediately after they've been summoned 
because they have summoning sickness. (Evolution creatures do not get summoning sick- 
ness. See “Glossary” on page 15.) In Standard Mode, your creature can’t attack until next 
turn (though, if it’s a blocker, it can still block during your opponent's turn). In Extreme 
Mode, it can’t attack until its Summoning Sickness Timer expires, but it can still block. 


Attack 


Generally, creatures can either attack your opponent or one of your opponent's tapped 
creatures. A few special creatures have the ability to attack untapped creatures! On the 
other hand, some creatures have attack limitations, such as, “This creature can’t attack 
players” or “This creature can’t attack creatures.” Finally, you can’t attack with creatures 
that are tapped (see “Glossary” on page 15) or creatures that have summoning sickness. 


To attack, first switch to your battle zone by pressing the il button. This opens a menu 
that lists all of your creatures that are able to attack. Select the creature you want by 
using the directional buttons. (Note: A marker points at the selected creature in the 
battle zone and in the menu.) Press the % button to start the attack. 


Next, select what your creature will attack from the menu listing all the possible targets. 
Use the directional buttons to highlight a target and press the % button to attack that 
target. To cancel, press the & button. 


Attacking your opponent 

When one of your creatures attacks your opponent and it isn’t blocked, it “breaks” one of 
your opponent's shields. That shield is a card that goes into your opponent's hand. If the 
shield has the “shield trigger” ability, your opponent has the option of immediately using 
that card (see “Glossary” on page 15). 


When your opponent has no shields left, you can attack him for the win. If your creature 
is not blocked, you win the game. 
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Creatures that have the “double breaker” ability are so powerful that they break two 
shields when they attack (see “Glossary” on page 15). 


Important: If your opponent has fewer shields than your attacking creature can break, 
your creature doesn’t knock out your opponent, it just breaks any remaining shields. 


Attacking a tapped creature 

When one of your creatures attacks one of your opponent's tapped creatures in the bat- 
tle zone and it isn’t blocked, then the creatures battle. Each creature’s power is displayed 
beneath it in the battle zone. (You can also find a creature's power in the lower-left cor- 
ner of the detailed card view.) 


The creature with the highest power wins the battle. The losing creature is destroyed. If 
the creatures have the same power, then both creatures are destroyed. 


Some creatures have the “power attacker” ability, which means they have higher power 
when attacking (see “Glossary” on page 15). Make sure to read what each card says. 


If the defending player has any blockers in the battle zone, the game pauses to allow that 
player to choose a blocker. 


Blocking 


Only creatures with the “blocker” ability can get in the way of an attacking creature. 
After a creature blocks, it becomes tapped and cannot block again until it becomes 
untapped. Summoning sickness doesn’t stop a creature from being able to block, if it has 
the blocker ability. When an attacking creature is blocked, it stops attacking its original 
target and battles the blocking creature instead. As usual, the creature with the highest 
power wins the battle. 


Signature Creature 


When you begin Story Mode your character is not experienced enough to 


- have a Signature Creature. This is an ability you will earn as you play 
through Story Mode. However, you can use the Signature Creature ability 


in Arcade Mode. 


Think of your Signature Creature as your “lucky” card that just happens to come up when 
you need it most. Once you are down to fewer than three shields, you can press the 
SELECT button and, assuming you have enough mana to summon the creature (and any 
special rules conditions on the card are met) you can instantly summon that creature 
into the battle zone. 


Not all creatures can be Signature Creatures, so watch for the special icon when they 
become available. 


Ending Your Turn 


In a Standard Mode, the game will detect when you have no more moves and prompt 
you to end your turn. You can end your turn at any time by pressing the @ button. 


There are no turns in Extreme Mode, so just keep dueling until one player wins! 
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GLOSSARY 


Name faz Deadly Fight Card Details Text/Rules 


STANDARD GAMEPLAY 
2) This creature attacks 
each turn if able. 


EXTREME GAMEPLAY 
@) This creature attacks 


automatically. 


Race 
Abilities 
Cost 


: 2 ° - ~\ 
Power ~_ i : scroll description @ back 


Note: Many cards have special abilities. The most common ones are listed here, however, 
in any case where a card's rules contradict the rules in this glossary, the card’s rules will 
be followed. To get more detail on how a card's rules work, highlight the card and press 
the L2 button. 


Attack 


Your creatures in the battle zone can attack either your opponent or his tapped creatures 
in the battle zone. When a creature attacks another creature, they battle, and the crea- 
ture with the highest power wins. The loser is destroyed. If both creatures have the same 
power, both creatures are destroyed. When a creature attacks the opposing player and 
isn’t blocked, it breaks an opponent's shield, which goes into his hand. If your creature 
successfully attacks your opponent when he has no shields left, you win the game! 


Battle Zone 


The battle zone is where creatures go after they are summoned. Only creatures in the 
battle zone may attack. 


Blocker 
A creature with the “blocker” ability can stop the attacks of your oppo- 


nent’s creatures, as long as the blocker is untapped. When a creature 
blocks another creature’s attack, the two creatures battle. 


Deck 


The Deck is the set of cards that you play with during a duel. DUEL MASTERS decks must 
contain exactly 40 cards and can contain up to a maximum four copies of any single 
card. 


Destroy 


A creature is destroyed when it loses a battle or when the instructions on a card (such as 
a spell) say that it is destroyed. Destroyed creatures are sent to the graveyard. Note: Not 
all cards that remove a creature from the battle zone actually destroy the creature. Some 
cards, simply send the creature somewhere else (such as back to the player’s hand or to 
the player's mana zone). 
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Discard 


Discarding a card from your hand means removing it from your hand and putting it into 
your graveyard. You cannot discard unless a card is played by you or your opponent that 
tells you to do so. 


only that shield. 


Evolution Creature 


A creature with the “evolution” ability can transform a creature already in 

the battle zone, if the two creatures are of the same race. Once you sum- 

mon an evolution creature, it replaces the creature that it “evolves” from. 
Evolution creatures don't get summoning sickness — they can attack on the same turn 
that you summon them. 


Double Breaker 

A creature with the “double breaker” ability breaks two shields when it 

attacks an opponent and isn’t blocked. If only one shield remains, it breaks 
mye 


If an evolution creature is moved from the battle zone to anywhere else, then the crea- 
ture that it evolved moves with it, not just the evolution creature. For example, if a spell 
makes you put your evolution creature into your mana zone, both cards are added to 
your mana zone. 


Graveyard 


The graveyard is where creatures that have been destroyed are sent. It is also where dis- 
carded cards go and where spells go after they have been cast. Note: Some cards allow 
you to bring other cards back from your graveyard to your hand. 


Mana 


Mana is a type of magical energy. You use mana to pay for creatures and spells. You get 
mana by tapping cards in your mana zone. Each card you tap gives you one mana, to use 
for casting spells or summoning creatures. 


Mana Zone 


The mana zone is where your cards go after you add them from your hand to your mana, 
and is represented by a bar at the top of the screen. Every card you add to your mana 
zone increases the length of this bar. The longer the bar, the more mana you can use in 

a turn. However, you can put only one card into your mana zone from your hand each 
turn, unless you play a card that tells you otherwise. 


Mana Color Indicators 


You may only cast a spell or summon a creature of a given civilization 

if you have enabled that color of mana by adding a card from that 
civilization to your mana zone. You can tell which colors you have enabled 
by checking the Mana Color Indicators, which are circular colored icons that appear 
above your mana bar. 


| 


Power 


This number — in the lower-left corner of a creature card and below a creature in the 
battle zone — shows the creature's strength when battling against other creatures. In a 
battle, the creature with the higher power wins. 
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Power Attacker 


A creature with the “power attacker” ability gets more powerful when it is 
attacking. For example, a creature with power 3000 and “power attacker 
+2000” has power 5000 while attacking. 


Shield 


When the game begins, the game will automatically take the top five cards from your 
deck and make them your shields. When a creature attacks a player and isn’t blocked, 
that creature breaks a shield. Each time a player's shield is broken, the player puts the 
shield into his or her hand. Some cards may have the “shield trigger” ability 

(see below). 


Shield Trigger 


If a card that is in your shields has the “shield trigger” ability, when that 

shield is broken, you are given the option of playing it immediately, at no 

cost, whether or not you have enabled that color of mana. If you choose 

not to use a shield trigger immediately when it is broken, it is added to 
your hand, and you can then cast it normally during a later turn. If a card has the shield 
trigger ability and you draw it normally from the top of you deck, its shield trigger ability 
has no effect and you can play it normally. 


Signature Creatures 


Signature Creatures are a sort of “last chance” creature, which you can summon in an 
emergency. Once you are down to two or fewer shields, you can press SELECT and, 
assuming you have enough mana to summon the creature (and any special rules condi- 
tions on the card are met) you can instantly summon your designated signature creature 
into the battle zone. 


Slayer 


After a creature with the “slayer” ability battles another creature, the 
other creature is destroyed, whether it wins the battle or not. If the slayer 
creature has the higher power, the battle occurs as normal. If the other 
creature has the higher power, both creatures are destroyed. 


Summoning Sickness 


Most creatures have summoning sickness on the turn you put them into 
the battle zone, and can’t attack until your next turn. Summoning sickness 
doesn't stop a creature from blocking. Creatures with summoning sickness 
~ will have swirling circles at their base and stars will flash around them 
until summoning sickness wears off, at the end of the turn. Note: In Extreme Mode, each 
creature’s summoning sickness will wear off individually, after a certain period of time, as 
indicated by the countdown of a timer. 
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Tap 

When creatures attack or block, they are “tapped” to show that they 
have been used that turn. Tapped creatures are tired and need to rest. 
So, while they are tapped, they are vulnerable to attack. You can tell 
a creature is tapped because bright yellow stars circle its base and 
the letters “zzz” will rise from their body. 


— 
-* 


Untap 
At the beginning of your turn, tapped creatures are “untapped,” indicating that they can 
be used to attack or block again. Note: In Extreme Mode, each creature untaps individu- 
ally, after a certain period of time, as indicated by the countdown of a timer. Tapped 
mana replenishes gradually. 
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ATARI WEB SITES 


To get the most out of your new game, visit us at: 
duelmasters.com/atari 
atari.com/us 


If you would like to chat with other gamers, as well as developers, visit our Community 
Forum area at: 


ataricommunity.com 
Kids, check with your parent or guardian before visiting any web site. 


Chat Messages: Atari does not monitor, control, endorse, or accept responsibility for the content of 
chat messages. You are strongly encouraged not to give out identity or other personal information 
through chat message transmissions. Kids, check with your parent or guardian if you are con- 
cerned about any chat you receive. 


Use of Atari web sites is subject to terms and conditions, which you can access at: 


atari.com/us/tos 


TECHNICAL SUPPORT (U.S. & CANADA) 


Help Via the Internet 


Up-to-the-minute technical information about Atari products is generally available 24 
hours a day, 7 days a week via the Internet at: 


atarisupport.com 


Through this site you'll have access to our FAQ (Frequently Asked Questions) documents, 
our Hints/Cheat Codes if they're available, and an E-Mail area where you can get help 
and ask questions if you do not find your answers within the FAQ. 


Note: In the event we must send you a Hint Sheet, FAQ document, patch or update 
disc via E-mail, we may require verifiable consent from a parent or guardian in order to 
protect children’s privacy and safety online. Consent Forms are available at the web site 
listed above. 


Help Via Telephone in the United States & Canada 


For phone assistance, call Atari Technical Support at (425) 951-7108. Our Interactive 
Voice Response system is generally available 24/7, providing automated support solu- 
tions immediately. 


This console-based product has automated support, which includes information such as 
gameplay tips, information on Control Keys, possible Cheat Code combination keys, and 
instructions for finding secret screens and/or additional game levels (if these type of 
items exist and are made available for this particular product). 


Great News! We've improved our Automated Systems so that you can get product- 
specific Troubleshooting help more quickly. All you need to do is enter the product's 

Part # when prompted to do so. This will take you directly to all of our known issues and 
solutions for this title. The product's Part # is located in several places (on the CD label, 
Game Pak, package and/or plastic disc case, if applicable) and is usually identified by a 
number such as 04-12345. When prompted by the Automated System, enter the last 
five digits of your product's Part #. (For example, Part # 04-12345 would require that 
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you enter the “12345” portion of the number for that product.) Note: Some products 
simply feature a five-digit Part # without an "04-” prefix. 


Live support is generally available Monday through Friday, 8:00 AM until 6:00 PM (Pacific 
Time). Note: We may be closed on major holidays. 


Product Return Procedures in the United States & Canada 


In the event our technicians at (425) 951-7108 determine that you need to forward 
materials directly to us, please include a brief letter explaining what is enclosed and why. 
Make sure you include the Return Merchandise Authorization Number (RMA#) supplied 
to you by the technician, and your telephone number in case we need to call you. You 
will receive the mailing address when the technician gives you the RMA#. Any materials 
not containing this RMA# will be returned to you unprocessed. 


Warranty Policy in the United States & Canada 


If our technicians determine that the product storage medium is found to be defective 
within ninety (90) days of original purchase, (unless otherwise provided by applicable 
law), Atari will replace the item free of charge, to the original purchaser, if the item is 
accompanied by the original dated receipt and packaging. 
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END-USER LICENSE AGREEMENT 


IMPORTANT — READ CAREFULLY: Please be sure to carefully read and understand all of the rights and restric- 
tions described in this End-User License Agreement (“EULA”). 


AGREEMENT 

This document is an agreement between you and Atari, Inc. and its affiliated companies (“Company”). The enclosed 
software game disc(s), cartridge or Game Pak (“Software”) and any accompanying printed materials are licensed to you 
only on the condition that you accept all of the terms contained in this EULA. 


By opening this package and installing or otherwise using the Software you agree to be bound by the terms of this 
EULA. If you do not agree to the terms of this EULA you may not install or use the Software and within 15 days of pur- 
chase you must call the Tech Support telephone number listed in the manual accompanying the Software (the 
“Manual”). Select the Automated Phone System's Main Menu option for Consumer Services and follow the prompts. 


You will be given a Return Merchandise Authorization number (RMA #) by the technician. You then have 15 days from 
the date of this contact to return the Software in its protective covering, the Manual and the original sales invoice to 
the address supplied to you. 


If this is a PC product, when you install the Software you will be asked to review and either accept or not accept the 
terms of the EULA by clicking the “I Accept” button. By clicking the “I Accept” button you acknowledge that you have 
read the EULA, understand it and agree to be bound by its terms and conditions. 


COPYRIGHT 

The Software is protected by copyright laws and international copyright treaties, as well as other intellectual property 
laws and treaties. All title and copyrights in and to the Software (including but not limited to any images, photographs, 
animations, video, music, text and “applets” incorporated into the Software) and any printed materials accompanying 
the Software are owned by the Company or its Licensors. 


GRANT OF LICENSE 

The Software is licensed and not sold to you and its use is subject to this EULA. The Company grants you a limited, 
personal, non-exclusive license to use the Software in the manner described in the user documentation. The Company 
reserves all rights not expressly granted to you in this EULA. 


PERMITTED USES 
1. If the Software is configured for loading on a hard drive, you may install and use the Software on a single computer. 


2. You may make and maintain one copy of the Software for backup and archival purposes, provided that the original 
and copy of the Software are kept in your possession. 


3. You may permanently transfer all your rights under this EULA, provided you retain no copies, you transfer all of the 
Software (including all component parts, the media and printed materials and any upgrades) and the recipient reads 
and accepts this EULA. 
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RESTRICTIONS 


1. You may not delete or obscure any copyright, trademark or other proprietary notice on the Software or accompany- 
ing printed materials. 


2. You may not decompile, modify, reverse engineer, disassemble or otherwise reproduce the Software. 


3. You may not copy, rent, lease, sublicense, distribute, publicly display the Software, create derivative works based 
on the Software (except to the extent expressly permitted in the Editor and End-User Variation section of this 
Agreement or other documentation accompanying the Software) or otherwise commercially exploit the Software. 


4. You may not electronically transmit the Software from one computer, console or other platform to another or over a 
network. 


5. You may not use any backup or archival copy of the Software for any purpose other than to replace the original copy 
in the event it's destroyed or becomes defective. 


EDITOR AND END-USER VARIATIONS 

If the Software includes a feature that allows you to modify the Software or to construct new variations (an “Editor’), 
you may use such Editor to create modifications or enhancements to the Software, including the construction of new 
levels (collectively the “Variations”), subject to the following restrictions. Your Variations: (i) must only work with the 
full, registered copy of the Software; (ii) must not contain modifications to any executable file; (iii) must not contain 
any libelous, defamatory or other illegal material, material that is scandalous or invades the rights of privacy or pub- 
licity of any third party; (iv) must not contain any trademarks, copyright-protected work or other property of third par- 
ties; and (v) may not be commercially exploited by you, including but not limited to making such Variations available 
for sale or as part of a pay-per-play or timesharing service. 


TERMINATION 

This EULA is effective until terminated. You may terminate this EULA at any time by destroying the Software. This 
EULA will terminate automatically without notice from the Company if you fail to comply with any provisions of this 
EULA. All provisions of this EULA as to warranties, limitation of liability, remedies and damages will survive termina- 
tion. 


LIMITED WARRANTY AND DISCLAIMER OF WARRANTIES 

You are aware and agree that use of the Software and the media on which is recorded is at your sole risk. The Software 
and media are supplied “AS IS.” Unless otherwise provided by applicable law, the Company warrants to the original 
purchaser of this product that the Software storage medium will be free from defects in materials and workmanship 
under normal use for ninety (90) days from the date of purchase. The warranty is void if the defect has arisen through 
accident, abuse, neglect or misapplication. If the Software fails to conform to this warranty, you may at your sole and 
exclusive remedy, obtain a replacement free of charge if you return the defective Software. Follow the Product Return 
Procedures described in the Manual. The Company does not warrant that the Software or its operations or functions 
will meet your requirements, or that the use of the Software will be without interruption or error. 


TO THE FULLEST EXTENT PERMISSIBLE UNDER APPLICABLE LAW, EXCEPT FOR THE EXPRESS WAR- 
RANTY SET FORTH ABOVE, THE COMPANY DISCLAIMS ALL WARRANTIES, EXPRESS OR IMPLIED, 
INCLUDING AND WITHOUT LIMITATION, THE IMPLIED WARRANTIES OF MERCHANTABILITY AND FIT- 
NESS FOR A PARTICULAR PURPOSE AND NON-INFRINGEMENT. EXCEPT FOR THE EXPRESS WAR- 
RANTY SET FORTH ABOVE, THE COMPANY DOES NOT WARRANT, GUARANTEE OR MAKE ANY REP- 
RESENTATION REGARDING THE USE OR THE RESULTS OF THE USE OF THE SOFTWARE IN TERMS OF 
ITS CORRECTNESS, ACCURACY, RELIABILITY, CURRENTNESS OR OTHERWISE. SOME JURISDIC- 
TIONS DO NOT ALLOW THE EXCLUSION OF OR LIMITATIONS ON IMPLIED WARRANTIES, SO THE 
ABOVE EXCLUSIONS AND LIMITATIONS MAY NOT APPLY TO YOU. 


LIMITATION OF LIABILITY 

IN NO EVENT WILL THE COMPANY OR ITS EMPLOYEES OR LICENSORS BE LIABLE FOR ANY INCIDEN- 
TAL, INDIRECT, SPECIAL, CONSEQUENTIAL OR PUNITIVE DAMAGES, OR ANY DAMAGES WHATSOEV- 
ER (INCLUDING, WITHOUT LIMITATION, DAMAGES FOR INJURY TO PERSON OR PROPERTY, FOR 
LOSS OF PROFITS, BUSINESS INTERRUPTION, LOSS OF BUSINESS INFORMATION, LOSS OF PRIVA- 
CY, FAILURE TO MEET ANY DUTY AND NEGLIGENCE) ARISING OUT OF OR IN ANY WAY RELATED TO 
THE USE OR INABILITY TO USE THE SOFTWARE, EVEN IF THE COMPANY OR AN AUTHORIZED REP- 
RESENTATIVE OF THE COMPANY HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. 
SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF LIABILITY FOR INCIDENTAL OR CONSE- 
QUENTIAL DAMAGES, SO THE ABOVE EXCLUSION MAY NOT APPLY TO YOU. 


IN NO EVENT WILL THE LIABILITY OF THE COMPANY FOR DAMAGES WITH RESPECT TO THE SOFT- 
WARE EXCEED THE AMOUNTS ACTUALLY PAID BY YOU FOR THE SOFTWARE. 


CHOICE OF LAW AND VENUE 

This EULA is governed by the laws of the United States of America and the State of New York, exclusive of its conflicts 
of law provisions. The exclusive venue for litigation regarding or arising from this EULA is New York County, New 
York and you agree to submit to the Jurisdiction of the courts of New York County, New York for any such litigation. 


MISCELLANEOUS 
f any provision or portion of this EULA is found to be unlawful, void, or for any reason unenforceable, it will be sev- 
ered from and in no way affect the validity or enforceability of the remaining provisions of the EULA. 


his EULA constitutes the entire agreement between you and the Company regarding the Software and its use. 


© 2004 Atari Interactive, Inc. All Rights Reserved. All trademarks are the property of their respective owners. 
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Register Online Today! 


it's'as simple‘as 1,2, 3! i? 
1, Go to www.gameregister.com 
2. Enter your game’s info 
3. Select a great offer 


Receive game-related info and other special offers by 
registering online today! That's it. 
Atari will not contact you without your express permission. 
For more information about our privacy policy, go to 
www.atari.com/us/privacy_policy.com 
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